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The Use of Board Games in English Language Teaching  
The MA thesis explores the idea of using board games designed for mass market in 
ELT classrooms. This topic is not well researched yet; however, it is an important one, 
considering the fact that the board game playing population is growing each year, and 
there are around 3500 new board games produced yearly. The thesis demonstrates 
that, if used properly, board games can function as useful teaching tools and can be 
used to help teachers achieve their various teaching aims. It focuses on the positive 
aspects board games have on learners’ motivation and their creativity, strategic 
thinking, etc. The empirical part of the thesis focuses on specific board games suitable 
for ELT classrooms. We selected the board games according to the following factors: 
game length, accessibility in Slovenia, and the English language factor embedded in 
the game. Then, we focused on the rules of the games, possible variations to the 
games and the positive benefits of using them in an ELT classroom. The concluding 
chapter summarizes the findings.   
 
 




Uporaba namiznih družabnih iger pri pouku angleščine 
Magistrsko delo raziskuje možnosti rabe družabnih iger, ki so nastale za komercialne 
namene, kot učno sredstvo pri poučevanju angleščine. Čeprav ta tema še ni dobro 
raziskana, je vendarle zelo pomembna predvsem zaradi naraščajočega števila 
ljubiteljev družabnih iger ter okrog 3500 novih iger, ki izidejo vsako leto. Magistrska 
naloga želi pokazati, da so družabne igre lahko uporabno učno sredstvo, s katerim 
lahko – ob pravilni uporabi – dosegamo določene učne cilje. V magistrski nalogi se 
osredotočamo na pozitivne učinke iger na motivacijo učencev, njihovo ustvarjalnost ter 
zmožnost strateškega mišljenja in druge splošne dejavnike, ki spremljajo družabne 
igre. V empiričnem delu se posvetimo izbiri iger ter predstavimo kriterije, ki smo jih pri 
tem upoštevali. Osredotočimo se na dolžino igre, možnost nakupa, izposoje ali igranja 
igre v Sloveniji ter na uporabo in znanje angleškega jezika, ki je potrebno za uspešno 
igranje. Ob vsaki igri dodamo tudi predloge za namensko uporabo igre na drug način 
ter pozitivne lastnosti uporabe igre pri uri angleščine. V zadnjem poglavju strnemo 
naše ugotovitve.  
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1 INTRODUCTION 
Five years ago, in 2015, I came across my first modern table-top board game that was 
not Monopoly, Scrabble or one of the typical card games played during the summer 
holidays. My first “proper” board game was called Mice and Mystics, and I remember 
feeling quite inadequate when I started to play. One of the reasons for this was that 
there were so many elements of the gameplay one needed to be aware of, and I had 
never before been forced to listen to the rules of a game for more than ten minutes. I 
remember that I really needed to concentrate in order to remember every rule that I 
was told. Since that moment, I have played about a hundred different board games, 
but I still feel like I am a complete beginner in this vast board game community––in the 
past years, there have been around 3500 board games published each year.  
Why is it that newspapers, news shows about popular culture, or magazines rarely 
write anything about board games? Reviews on films, books, music albums exist in 
every (web-based) magazine and video games are reviewed in papers on technology, 
yet board games are nowhere to be found. This is no different in the classroom: 
teachers use music, literature, newspapers, video clips, even films and video games 
to teach English, but when it comes to board games, they may use them to award the 
students for their good behaviour at the end of the school year or to fill some time at 
the end of the lesson. Conversely, board games are never used as a “serious” teaching 
tool. 
In the thesis, I first attempt to highlight and justify all the benefits of using board games 
in ELT classrooms. I present theoretical thinking which lends support to the idea that 
using board games in the ELT classrooms is not only a time-filling activity to make the 
learners relax and enjoy themselves. I demonstrate that board games can positively 
impact students’ motivation, thus making them more enthusiastic about learning the 
language. I argue that board games enhance logical and strategic thinking as well as 
aid the students in socializing. For this purpose, I analyse different types of board 
games since different types have dissimilar learning benefits––board games that have 
role-playing as their central element (The Resistance, The Resistance: Avalon) help 
students achieve communicative competence sooner than certain other learning 
techniques; board games dealing mostly with language creativity (Dixit, Just One, 
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Rory’s Story Cubes) will improve the students’ creative thinking capacities, etc. I also 
claim that all board games have positive repercussions for students’ motivation and 
enthusiasm towards learning a foreign language. 
The focus of the first part of the thesis is on the theory behind the idea of using (any 
kind of) games in the classroom. I first research “gamification”, “edutainment” and 
“game-based learning” to understand the basic terms and fit the idea of using board 
games in an ELT classroom into an appropriate concept. I then present some data on 
the games in general before shifting focus onto board games specifically, the extant 
types of board games as well as the benefits of using board games in an ELT 
classroom. In the empirical part of the thesis, I present several board games fitting the 
selected criteria (length and accessibility), suggest how they can be used in an ELT 
lesson and list all the benefits these games have on the teaching and learning 
procedures. In the final chapter, I summarize the findings and comment on the crucial 
parts of the thesis.                                                                                                                                                                                         
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2 THEORETICAL BACKGROUND 
 
2.1 Gamification 
The concept of “gamification” is a relatively recent phenomenon emerging from the 
commercial videogame industry. It has spread widely due to rapid technological 
development and primarily as a response to the popularity of video games, PC games 
and game apps for other devices (Cerqueiro and Castra, 2015: 69). According to 
Entertainment Software Association’s report from 2019, 65% of American adults play 
video games; the average gamer is 33 years old while 70% of families have a child 
who plays video games. This indicates that video game playing is popular amongst 
both children and adults. Scholars and industry leaders have consequently been forced 
to react to this trend. Having examined what makes gaming environments so addictive 
and engaging, they have taken these elements and created experiences for their 
customers, clients and patrons (Gerber, 2014: 1). “Gamification” as a term is most 
frequently used in business-related contexts since businesses have largely embraced 
the concept to design programs and mobile apps for their clients that include rewards, 
leader boards and badges (New Horizon report, 2013). Arnold (2014: 3) explains that 
once customers are drawn into the fun of the game, the amount of time spent around 
the brand increases, as does the opportunity for completing purchases and the 
emerging brand loyalty. Huotari and Hamari’s (2012: 17) definition of gamification 
similarly reports that gamification refers to service design aimed at providing game-like 
experiences to users, frequently with the end-goal of affecting user behaviour. Gerber 
(2014: 1) simplifies these complex definitions by stating that gamification is the use of 
game-thinking and game-mechanics in non-game environments and situations. 
Gamification can be applied to any experience to which game-like elements have been 
added. Thus, gamification can be applied to all areas, one of which is learning and, 
more specifically, language learning. Although gamification in education is still in its 
infancy and is not quite as developed as gamification in business, it has been garnering 
much support among researchers and educators aware of the fact that games 
stimulate productivity and create inquisitiveness among learners (New Horizon Report, 
2013).  
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Utendorf (2013, in Arnold 2014: 4) points out that gamification is not about developing 
games per se, but rather about using gaming attributes to enhance engagement, 
strengthen skills or influence behaviour. Learning is not remodelled into a game; it is 
rather the features of the game (curiosity, collecting, exploration and domination, to 
name a few) that are used to increase engagement in learners. The lesson only needs 
to apply various game mechanics to motivate the learners. At this point, it is necessary 
to establish whether using board games in a classroom is essentially gamification or 
not. According to all of the scholars cited above, gamification refers to non-game 
activities and is in its core not about real games being used in a classroom. However, 
other scholars (Cerqueiro and Chao Castra) discuss gamification and then continue to 
discuss using board games in ELT. According to Cerqueiro and Chao Castra (2015: 
69):  
[…] gamification has been defined as a careful and considered application of game 
thinking to solving problems and encouraging learning using all the elements of games 
that are appropriate […]. Other scholars have referred to the same idea using similar 
terms such as ‘edutainment’ or ‘game-based learning’ (cf. Gerber 2014) to indicate the 
introduction of games or game systems in a learning context. 
(Cerqueiro and Chao Castra 2015: 69)  
Here, two new terms are introduced to us––“edutainment” and “game-based learning”. 
We need to make note of some confusion regarding the scope of the terms since 
Cerqueiro and Chao Castra equate gamification with game-based learning or 
edutainment, which is a rather unfounded conviction since all the other scholars state 
that gamification refers to non-game activities. They cite Gerber as one of the scholars 
who use terms “gamification”, “edutainment” and “game-based learning” 
interchangeably, but, in fact, Gerber is one of the few scholars who are aware of the 
confusion between these terms, and she addresses it. She (2014: 49) points out that 
gamification is not the same as either edutainment or game-based learning. She 
notices that the differences between edutainment and game-based learning are 
frequently mixed up in discussions concerning gamification, and that people use the 
terms interchangeably when discussing separate concepts of edutainment and/or 
game-based learning. According to Gerber (2014: 49): 
These three concepts (gamification, games-based learning, and even edutainment) 
inform one another, however, it is important to note that gamification is a system that is 
used within the design of a product or curriculum and it can occur within edutainment 
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and game-based learning. However, it is important to note that gamification is not 
dependent upon either game-based learning or edutainment to be developed on its own, 
nor does gamification as a system need to be employed within game-based learning or 
edutainment. 
(Gerber 2014: 49) 
As Gerber explains, gamification is a “system” that may occur within edutainment and 
game-based learning, but the concept is not dependent upon edutainment and game-
based learning. At this point, it is necessary to analyse the two terms. 
 
2.2 Edutainment 
As seen in the previous chapter, edutainment must be addressed when discussing the 
use of games in an ELT classroom. Gerber (2014: 49) reports that the term 
edutainment “was defined in the 1980's as the use of entertainment devices or 
activities to teach school- and education-based subjects or concepts.” She goes on to 
claim that edutainment includes flashy products whose sole purpose is to teach the 
students concepts. However, even though edutainment strived to make classroom 
learning more enjoyable, it proved to be very unsuccessful in capturing students' 
attention as a valid gaming and learning experience. Zichermann (2011: 4) attributes 
this failure to teachers and parents who got involved in the design of the products and 
systematically extracted the fun from the game. He facetiously adds that children could 
smell the shift from fun to work from a mile away. The elements, which made games a 
fun experience, were removed and so the children did not enjoy playing games. They 
even considered the games to be as ‘enjoyable’ as a worksheet or an activity put into 
an electronic format. In a sense, we can claim that edutainment was distorted into 
nothing more than the digitalizing of worksheets. The conclusion by Zichermann (ibid.) 
follows the idea that children will not benefit from a game if it is not entertaining. If 
education comes first and fun only second, learning does not seem to work the same 
way, or as effectively. We can conclude that games made to teach the children 
something will not achieve their purposes.  
Drawing from everything that is written above, we can claim that out central interest––
using board games created for the mass market (and not for the purposes of education) 
––is not edutainment. We need to research further. 
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2.3 Game-based learning 
The concept of “game-based learning” refers to a more recent phenomenon. Game-
based learning is learning through commercial-off-the-shelf or serious videogames. 
Even though the term essentially relates to video games, the most basic definition of 
game-based learning states that the process occurs when the game itself is teaching 
the students (Gamelearn). If the plot of the game and its characters are teaching the 
learners concepts, they must integrate a simulation allowing the students to practise 
using the concepts as well as receive personalized feedback. Only then does learning 
happen through the game. 
Gamification is already incorporated into each and every board game, in its techniques, 
the system of how the board game works and in all the motivating elements. In our 
empirical work, I will use board games (simple or serious board games) that were not 
created for the purpose of education (have never been part of edutainment). I will not 
alter them in any way, but rather use them as they are. Considering everything written 
above, we can conclude that using board games in the classroom fits the concept of 
game-based learning and possesses several elements of gamification.  
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3 GAMES 
Let us first look at the definition of game-like activities. According to Zimmerman (2004: 
160), “a game is a voluntary interactive activity, in which one or more players follow 
rules that constrain their behaviour, enacting an artificial conflict that ends in a 
quantifiable outcome.” Let us examine the game elements included in his definition. 
 
3.1 Artificiality 
Games maintain a boundary from the so-called "real life" in both time and space. 
Although games obviously do occur within the real world, artificiality is one of their 
defining features. Abstracted reality has a number of advantages over reality. First, it 
helps the players understand what is going on within the game––it minimizes the 
complexity of the real life. Games based on a complex subject matter work not because 
they include all the complexities from the real world, but precisely because they reduce 
that complexity and use broad generalisations to represent reality. Games also 
highlight the relationship between causes and effects and make them clearer than they 
are in real life. Kapp (2012: 27) gives an example of one such cause and effect 
artificiality: 
“In a large, interconnected system like a city, raising taxes might eventually cause people 
to move away and the long-term impact might be an erosion of the tax base, but waiting 
years for that to happen doesn’t provide a clear cause and effect relationship to those 
living in the city. /…/ Games highlight relationships and make those relationships more 
clearly linked so that once a city manager raises taxes, non-character players begin 
moving out of the city.”  
Kapp (2012: 27) 
Games also include only the most important elements of real life and leave out 
everyday occurrences that are of lesser interest for gameplay.  
 
3.2 Conflict 
According to Zimmerman’s (2004: 160) definition, games also embody a conflict, or a 
contest, between different powers (players). There can be conflicts between two 
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players, two (or more) groups of players; there can also be single players competing 
with the skill embodied in the solitaire, or a group of players competing with the game. 
Kapp (2012: 31) states that games involve not only conflict, but also competition or 
cooperation. In his opinion, conflict is a challenge provided by a meaningful opponent 
and in order to overcome a challenge, one must defeat this opponent. In other words, 
the goal of the game is to defeat your opponent. Competition is defined as the state of 
affairs where the players devote their attention to optimizing their own performance. In 
those cases, winning is accomplished by being faster, cleverer, more tactically astute 
or more skilled than one’s opponents. Cooperation is the act of working with others to 
achieve a mutually desirable and beneficial outcome. In such games, the more 
individuals work together, the greater their potential mutual achievement can be. 
Working together and achieving a common goal is the winning state of a cooperative 
play (ibid.: 32). While it is helpful to consider elements of conflict, competition and 




The rules of the game are of key importance since at its simplest, a game is just a set 
of defined rules. To take part in a game is to submit your behaviour to the restrictions 
of the rules, Zimmerman (160) explains. Once all the players figure out the rules and 
set the system of the game into motion, gameplay emerges. The rules of board games 
vary from indicating the maximum number of players who can play the game to rules 




The last expression in Zimmerman’s definition is “quantifiable outcome”. He states that 
the conflict is resolved when the participants of the game have either won or lost (they 
may all win or lose together), or when they all receive their final points tally. Kapp 
(2012: 28) adds that to many, the difference between a game and mere play is the 
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introduction of a goal. The introduction of a goal adds purpose, focus and measurable 
outcomes. Game goals are specific and unambiguous, and there typically is no doubt 
whether or not a goal was reached. Kapp (ibid.) explains: “Either you defeat the dragon 
or you die trying, you solve the puzzle or you can’t figure it out, you take over territory 
or you forfeit ground.” Game designers have to be aware that goals need to be well 
structured and sequenced to motivate the players to achieve them. Once the goals are 
reached, the game ends, so the goals should not be too easily reachable.  
 
3.5 Feedback 
Feedback is not mentioned by Zimmerman, but Kapp (2012: 35) does mention it as a 
feature that is present in games and not in a traditional learning environment. The 
frequency and intensity of feedback in board games is constant. On a board, one can 
always see where one’s piece is located relative to the others, everyone knows whose 
turn is next, and also how close one and one’s opponents are to successfully achieving 
their goals. Feedback immediately informs the learner if he or she acted in the right or 
in the wrong way, yet it does not tell him or her how to correct the action. Of course, 
different board games have dissimilar types of feedback, but there is always some form 
of feedback present. When using board games in the classroom, feedback can also 
be provided by the peers and the teacher, who should monitor the game-playing.  
  
- 10 - 
 
4 BOARD GAMES: A SHORT HISTORY  
Board games have existed as long as there is historical evidence available. Ancient 
Egyptians used to play a game called Senet (“the game of passing”), which is still one 
of the oldest board games known to have existed. The oldest hieroglyph resembling 
the game dates to around 3100 BC. Backgammon is also one of the oldest board 
games we know. It originated 5,000 years ago in Persia or Mesopotamia. Chess 
reached Europe somewhere in the 9th century, but the rules for moving the pieces in 
their present form came into existence sometime in the late 15th century. Board games 
as we understand them today were born with The Landlord’s Game, a game of 
land/money grabbing with all its positive and negative outcomes. It was produced in 
1904 by Lizzie Magie, one of America’s first board game designers. In 1935, Magie 
sold the patent for her game for $500 to Parker Brothers, and the game is today known 
as Monopoly (Attia 2018). Monopoly is a perfect game: within its rules, reality is 
abstracted to such a degree that real-world problems can be reduced to the space of 
a gaming board. Players engage with the concepts related to financial acquisition 
without being in a monopoly themselves. It is thus possible to manage the concepts 
easily within the abstracted space (Kapp 2012: 26, 27). Monopoly rose in popularity 
mostly due to a very successful marketing campaign and has, since its beginnings, 
become synonymous with family evenings (not always ending on a friendly note). 
Monopoly was then followed by Scrabble (produced in 1938), but the game, although 
still very popular today, was not crucial for the massive expansion of board game 
production. Let us consult a graph (Figure 1) showing the rise of board games in the 
twentieth century.  
The first crucial milestone was the Spiel des Jahres (Game of the Year) award for 
board and card games awarded annually by a jury of German-speaking board game 
critics (critics from Germany, Austria and Switzerland). The award originates from 1978 
and was created with the purpose of rewarding and promoting top-quality board and 
card games. The criteria according to which the games have been evaluated are game 
concept (originality, playability, game value), rule structure (composition, clearness, 
comprehensibility), layout (box, board, rules) and design (functionality, workmanship). 
The Spiel des Jahres is the most prestigious award in the board game community.  
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The award marks the first major upshoot in board game production, with the number 
of board games published per year doubling in ten years (Verstraeten 2018). In 1995, 
Settlers of Catan designed by Klaus Teuber was published in Germany and the game 
quickly became one of the first European games to achieve worldwide popularity. 
Settlers of Catan attracted much of its popularity mostly because it was able to charm 
experienced gamers as well as complete beginners. Within twenty years, the number 
of board games published per year would quadruple and reach 3429 new games by 
2015 (ibid.). This increase is attributable to a variety of reasons, among which it is 
worth mentioning the popularity of the board game Pandemic, various Kickstarter 
board game funding campaigns, and also YouTube platforms such as Shut up and sit 
down and The Dice Tower. Another well-received and entertaining show was Table 
Top. This web series was hosted by Will Wheaton and published on the Geek & Sundry 
YouTube channel. In each episode, Wheaton played a board game with one or more 
guests, usually celebrities. The show was very successful and thus contributed to the 
popularity boom of board gaming around the globe. Contexts of play have also widened 
in the last decade––they now range from family and friend gatherings to public places 
(board game cafés), tournaments, conventions (Essen Spiel, Gencon, Dice tower, etc.) 
and (as we will try to demonstrate) classrooms. 
Figure 1 The Rise of Board Games (Verstraeten, 2018) 
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4.1 Types of board games 
Most dictionaries define board games in a very simple manner. See, for example, 
Macmillan Online Dictionary’s definition of a board game as “an indoor game played 
on a board, often with pieces that are moved around it” or Cambridge Online 
Dictionary’s as “any of many games, for example chess, in which small pieces are 
moved around on a board with a pattern on it”. These definitions are not suitable for 
most of the modern board games produced for mass markets. For this reason, we feel 
it is necessary to present some of the more frequent types of board games. 
 
4.1.1 Roll and move games 
Roll and move games are fairly simple: a player rolls a die, spins the wheel or draws a 
card to determine how many spaces he/she may move. Players may race from the 
starting point to the finish line or they may compete for resources. Such games have 
fallen out of favour in recent years, in large part due to luck playing a much larger role 
than strategy (Nonstoptabletop). Games such as Monopoly, Clue, Sorry! and Camel 
Up are all examples of roll and move games.  
 
4.1.2 Worker placement games 
Worker placement games or "action drafting" games are games in which players need 
to select individual actions from a set available to all. Players generally select actions 
one-at-a-time and in turn order. Let us demonstrate a worker placement tactic with the 
help of the board game called Agricola. In this game, players take turns placing their 
‘family members’ on action spaces in an attempt to grow more crops, rear more 
animals or generally acquire more resources than their competitors. The one who gets 
to a favourable position first can block the competition from reaching it afterwards 
(Nonstoptabletop). Worker placement games are heavily strategy-based, because the 
players need to choose whether they want to acquire the resources for themselves or 
whether they prefer to take what their opponents want or need. Some worker 
placement games include Viticulture, Champions of Midgard, Tzolkin: The Mayan 
Calendar, etc. 
- 13 - 
 
4.1.3 Cooperative games 
Cooperative games are in stark contrast with worker placement games. Cooperative 
board games are all about working together to achieve the common goal––victory. 
Such games are great for socializing and bolstering the team’s collective spirit because 
the players really need to work as one in order to win. It was Pandemic that catapulted 
this board game category into the mainstream (Nonstoptabetop). In Pandemic, players 
need to work together to save the world from a variety of fatal diseases threatening to 
destroy humanity. Characters pick their own role and their skill-set to prevent 
extinction. Some other cooperative games are also Mysterium, Forbidden Island and 
Spirit Island. 
 
4.1.4 Deck building games 
Deck building games have the players start with a set number of cards (or resources) 
which grow, change and upgrade throughout the course of the game 
(Nonstoptabletop). During the course of the game, players optimize their decks to 
obtain the best possible combination of cards. Deck building games typically foster a 
pleasant sense of acceleration and achievement as play progresses, and the real fun 
comes from figuring out how different cards interact with one another (ibid.). There is 
a lot of strategic thinking required in order to win. Some examples of deck building 
games are Undaunted Normandy, Dominion, Clank!, Concordia, Star realms, etc. 
 
4.1.5 Area control games 
The area control mechanic typically awards control of an area to the player possessing 
the majority of units in that particular area. There are plenty of different areas available 
and a player needs to claim as many as possible in order to win the game. Strategies 
and objectives differ from game to game, but the common feature is possession of 
land. The most well-known game of this type is probably Carcassonne, a game in 
which the players compete in order to control as much of medieval southern French 
landscape as possible. Twilight Struggle is a cold war themed game in which the game 
map is the world map of the period whereon players move units and exert influence in 
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their attempts to gain allies and control for their superpower (BoardGameGeek: 
Twilight Struggle). Other games of this type are Settlers of Catan, Risk, Scythe, El 
Grande, Eclipse, etc. 
 
4.1.6 Hidden identity games 
Secret identity games are very popular and fairly easy to play. In such games each 
player is assigned an identity and the whole group needs to figure out who the 
impostors in the group are. There is a lot of lying and deceit involved since the 
impostors need to convince the group they are one of them. Such interaction demands 
a lot of communication and socializing with the group of players. Most notable games 
to come out in the recent years have been Secret Hitler, The Resistance, Spyfall, 
Mafia, Bang! and Deception: Murder in Hong Kong. 
 
4.1.7 Puzzle games 
Many Puzzle games require players to problem solve, recognize patterns and 
organize, or sequence, arrange and combine patterns to reach the objectives. Puzzle 
games frequently do not have many rules, which is why they have achieved high 
popularity. In Azul, for example, players take turns drafting coloured tiles (Portuguese 
‘azulejos’) from the general supply to their own player board. Later in the round, players 
receive points based on how they have placed their tiles to decorate their palace. The 
player with the most points at the end of the game wins. Some other puzzle games are 
Patchwork, Azul: Stained glass of Sintra, A feast for Odin, Labyrinth, etc. 
 
4.1.8 Combat or fighting games 
In combat games players need to defeat one another. Players typically have some 
form of health or quantity of troops that are directly under assault by other players. 
When a player runs out of that quantity, he/she ‘dies’. These games are often combined 
with area control and various other game mechanics (Nonstoptabletop). Some notable 
combat games include King of Tokyo, Risk, Diplomacy, Coup, etc. 
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4.1.9 Word games 
Word games often require players to compete in their knowledge of the (English) 
language. They also often require the players to come up with a “password” to describe 
a picture, to connect more words with one password, to form words with the available 
letters, etc. One of the most popular word games nowadays is Codenames. In 
Codenames, two spymasters (one red and one blue) give their teams one-word clues 
that can point to multiple key-cards (the board consists of 25 key cards, different key-
cards are used in each game). Only the spymasters know which card is red and 
therefore belongs to one team or the other. After the spymaster utters the one-word 
clue, his/her teammates try to point at the right key card(s) while avoiding pointing at 
those belonging to the opposing team. The team that correctly guesses all of their key-
cards wins. This game has a lot to do with creativity––the spymaster needs to find one-
word clues that connect as many key-cards as possible. Other popular word games 
are Just One, Decrypto, Trapwords, Bananagrams, Taboo and of course Scrabble. 
Word games are especially useful in ELT teaching.  
 
4.1.10 Humour, or party games 
Humour games frequently include themes that invoke laughter and enjoyment amongst 
the players. Humour games may require players to engage in charades and miming, 
comedy and/or satire as an objective of the game. These games can be very 
entertaining and plenty of them are suitable for an ELT classroom. One of the most 
well-known humour games is Dixit. Dixit is a game in which one player is the storyteller 
for the turn. The storyteller looks at the images on the 6 cards in his/her hand. From 
one of these, he/she makes up a word or a sentence and says it out loud (without 
showing the card to the other players). Each of the other players selects their own card 
from their hand which best matches the word/sentence and gives the selected card to 
the storyteller, without showing it to the others. The storyteller shuffles all the cards. 
Then, all the pictures are turned face-up and every player has to bet upon which picture 
was the storyteller’s (BoardGameGeek: Dixit). Other great humour/party games are 
Time’s Up (a charades-based title recall game), Exploding Kittens, Monikers, Say 
anything, etc. 
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5 BENEFITS OF GAMES IN THE CLASSROOM 
Many experienced textbook and methodology manual writers have argued that using 
games in a classroom is not just a time-filling activity, but also possesses great 
educational value (Uberman 1998). W. R. Lee (1979: 2) states that most language 
games divert the learners’ attention away from the study of linguistic forms. The 
students thus stop thinking about the language and start using it freely instead, 
receptively or productively, as a means of considering something not immediately 
present, as one should once one has reached sufficient mastery of one’s target 
language. Mayer and Harris (2010: 13) state in a similar fashion that when playing, the 
students are immersed in the imaginary world of game play. In order to be successful 
at the game, they have to abide by the rules and make use of the required skills within 
the game’s context. Activities that would be met with disdain were they part of 
exercises for homework are gladly completed within a game. Lee (1979: 3) also points 
out that repetition is essential to language learning. Repeating mechanical drills is not 
as successful as repeating such communication that the learners find interesting, 
which has the strongest encouraging, “language advancing”, and motivating effect on 
the learners. Lee (ibid.) concludes that this kind of repetition can be found in many 
language games. Richard-Amato (1988: 147, in Uberman 1998) states that games can 
both lower anxiety and make the acquisition of input more likely. Games, according to 
Richard-Amato (ibid.) also add an element of diversity to the regular classroom 
activities, help break the ice, and are also used to introduce new ideas. Efficient 
learning regularly takes place in a relaxed atmosphere. Games frequently provide a 
model of what learners will use the language for in real life. Likewise, Stephen Mark 
Silvers (1982: 29) suggests that it is “frequently overlooked that real learning takes 
place when the students, in a relaxed atmosphere, participate in activities that require 
them to use what they have been drilled on”. He also argues (ibid.) that classes should 
be planned so that they require as little formal drilling as possible while the time for 
activities that make the students forget they are in the classroom should be maximized.  
Board games are always played in groups (or, less likely, pairs); therefore, they 
promote developing of group cohesiveness. When learners strive towards successfully 
reaching a collective goal (in e. g. cooperative games) or compete against each other, 
they feel connected and accepted. Cooperative games teach about the need for 
cooperative planning, long-term group strategy and constant communication (Mayer 
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and Harris, 2010: 16). Having fun together begets a bonding experience and increases 
the sense of belonging. Since all board games reflect reality in some way, the groups 
that learners form become miniature worlds in which the players practise social skills, 
develop successful strategies for building relationships and learn to communicate 
efficiently (Rodríguez Rivero 2016: 1). The teachers play an important role in creating 
groups that include learners who would normally be unlikely to work together.   
There are also some positive outcomes stretching beyond classroom learning. Kapp 
(2012: 106) claims that games can also be useful for teaching problem solving, 
memorization and retention, quick decision making, risk taking, thinking strategically, 
learning to multi-task or thinking like your opponent. Mayer and Harris (2010: 16) 
highlight the benefits of cooperative games that serve students well not only in 
classroom projects, but also in their future employment where they will need to work 
as part of a team, often also with randomly chosen team members they may not 
particularly like. All of these skills emerge as a side effect of frequent board-game 
playing. Let us explore some of board games’ most prominent positive effects in more 
detail. 
 
5.1 Board games and motivation 
All of the scholars mentioned above directly or indirectly discuss motivation. There 
exist numerous contemporary theories of motivation in psychology such as goal-setting 
theory, goal-orientation theory, self-worth theory, self-determination theory, etc. We 
will focus on the self-determination theory that emphasizes the intrinsic and extrinsic 
aspects of motivation. Dörnyei (2001: 10, 11) explains that “intrinsic motivation 
concerns behaviour performed for its own sake in order to experience pleasure and 
satisfaction such as the joy of doing a particular activity or satisfying one's curiosity.” 
Intrinsic motivation therefore comes from within the learners themselves. Extrinsic 
motivation, on the other hand, involves performing behaviour with a view to receiving 
some external reward (e.g. good grades) or to avoid punishment (ibid.). Extrinsic 
motivation comes from the outside––from the teacher, the parents, the peers, the 
institutions, the board-game, etc. Human motives for learning languages are located 
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on a continuum between self-determined (intrinsic) and controlled (extrinsic) forms of 
motivation (ibid.). 
Using board games during a lesson may be connected with extrinsic as well as intrinsic 
motivation. It is important for board games to have some sort of extrinsic reward to 
drive user engagement, the rewards being scoring points, competing against each 
other or striving to reach the common objective of the game. The extrinsic motivator 
may also be the teacher who expects the learners to play the game and monitors their 
actions, or the peers who encourage players to persist longer while facing the game’s 
challenges. The extrinsic rewards motivate the learners to keep playing the game, but 
when they get into the game (and enjoy playing it), the extrinsic elements may recede 
and the players may keep playing because they have started to feel the desire to play. 
Intrinsic motivation thus evolves from their wish to communicate with peers or to take 
victory away from them. Competition is one of the greatest motivating tools that works 
well with all age groups. However, different age groups react to it differently. Hromek 
and Ruffey (2008: 639) suggest that younger children enjoy receiving some reward at 
the end of the game. The reward may be as simple as a sticker, but it adds to the fun 
and motivation and relieves the pain of not finishing first. Older children generally find 
the games intrinsically motivating on their own. 
Board games also motivate the learners to use the language in a relaxed environment, 
to use it freely in genuine communication. Games provide active and experience-based 
learning opportunities: the inner workings of table-top board games itself enhance 
interaction, and thus communication. When working in smaller groups, the students 
are also more prepared to speak up. Board games strongly encourage them to 
communicate and use the language they are learning.  
 
5.2 Board games and creativity 
Creativity has been necessary for survival since the dawn of civilisation. Maley (2016: 
12) points out that the history of our species can be mapped with reference to key 
creative findings such as the wheel, the printing press, etc. These historical 
discoveries––producing something no one in history has ever produced before––are 
deemed to be the discoveries of genius minds and are referred to as “historical 
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creativity” (ibid.: 10). However, creativity is not reserved for exceptional minds only. 
Personal creativity is available to everyone, and it involves people making individual 
creative discoveries that are new for them (and not necessarily new for others). 
Creative thinking is a type of thinking where many creative ideas are generated, 
multiple possible solutions are explored in a short amount of time and unexpected 
connections are drawn (Clare 2016: 48). Let us consult a quote explaining the need for 
creativity: 
Today’s children are on average notably less creative than children twenty years ago. 
And this is despite the huge emphasis on raising education standards. The 
standardisation of education has led to people who are less creative than ever before. 
And yet we live in a very fast-changing world, where people need to be creative in order 
to adapt to what’s happening. […] So, it’s incredibly important that we bring creativity 
back into the classroom, that we allow teachers the time and the freedom to develop, 
and to focus on higher order thinking skills, such as creating and evaluating, rather than 
getting stuck with the lower order skills of just understanding and remembering.  
(Clare 2016: 49) 
Individual creativity helps people deal with ever-changing reality and as the world 
ceaselessly changes, more and more creative solutions are expected to be needed in 
the future. One of the subsections of creativity is linguistic creativity. Its features are 
playfulness in the use of language, word or phrase manipulation, literary features 
(simile, metaphor, story-telling, rhyme, rhythm), etc. (Wilson 2016: 37). All of these are 
regarded as higher-order thinking skills 
In the broad learning context (not only in linguistic contexts) creativity seems to 
stimulate, engage, motivate and satisfy in a deep sense. Creativity additionally tends 
to improve learner self-esteem, confidence and self-awareness. As seen above, it is 
necessary to advocate for teaching creativity in the classroom. But can creativity be 
taught? According to Maley (2016: 12), creativity cannot be taught explicitly, but it is 
hidden in a variety of activities and practices. The teachers themselves need to be 
creative in their choice of these practices to boost learner creativity. When discussing 
the creative circle, Clare (2016: 46) claims: “When a teacher is creative, they grow, 
they find ways to engage their students, so student motivation increases, which in turn 
feeds into increasing teacher motivation. And so, we get this creative cycle of learning 
and development.”  
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Most teachers say that they feel creative when they discover a fresh way of doing 
something, look for interesting ways to engage learners or approach issues in an 
imaginative way (ibid.). They also connect creativity with risk-taking and experimenting 
with new ideas. Board games include elements of all of the above. Let us now examine 
how using them in a classroom could enhance learner creativity. Hromek and Ruffey 
(2008: 630) explain that when a child is playing a game, the fun and the humour of the 
game simulate creativity because the brain moves out of a cognitive, rule-bound state 
into a more fluid, relaxed state in which the entire body is engaged in problem solving. 
The relaxed environment that forms when playing a board game enhances individual 
creativity. They (ibid.) also emphasize the connection between positive emotions and 
creativity since positive emotions emerge when board games are played. They 
promote optimistic thinking, which leads to more creative problem-solving capacities, 
and thus broadens people’s capacity to learn. 
 
5.3 Bloom’s taxonomy and higher-order thinking 
As Mayer and Harris (2010: 16) state, there is nothing new about the use of games 
and gameplay for achieving higher-order thinking. Some scholars (e.g. William Preyer) 
have already argued in favour of the importance of play for developing higher-order 
critical thinking in the late 19th century. Indeed, there are some board games which 
tend to be built around closed systems that have players move around on a track only 
to complete some pre-set goals (e.g. the roll and move games). The “roll and move” 
mechanic implies little or no need for players to venture beyond the basic levels of 
thought and can thus be compared to the knowledge level of Bloom’s Taxonomy of 
Educational Objectives. The skills required for such games include memorization, 
definition and arranging into groups (cf. ibid.: 17). Some examples of such games are 
Trivial Pursuit; Chutes and Ladders; Loaded questions, Can’t Stop, and all of the 
games belonging to the quiz-format type. These games are generally less beneficial to 
students since they involve a lot of luck, do not involve a lot of communication and 
language usage, and require less independent interpretation. If we use such games in 
classrooms, players will probably not receive most of the positive benefits listed in the 
previous chapters. On the other hand, they will simply have fun in the process, which 
is fine if the goal of the lesson is to have a relaxed, stress-free lesson. 
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The next level of Bloom’s taxonomy is comprehension. For the purposes of this thesis, 
an example shall suffice to illustrate this level. In Monopoly, the player needs to follow 
a tactical plan in order to comprehend property values and to select appropriate 
matches for property currently owned. However, the player’s choices are still severely 
limited by random rolls of the dice (ibid.). At the comprehension level, players are able 
to classify and explain certain contexts, recognize the tactics they want to pursue and 
select some of the moves they want to make. The main difference between the 
knowledge level and the comprehension level is that games belonging to the latter offer 
some freedom of choice to the players that are not too limited in their actions. It is not 
only the die that determines the winner, but also the players’ independent actions.  
On the application level, the players are able to illustrate or dramatize (mime) the 
concept on the card, they are able to solve a problem and use the acquired knowledge 
from previous rounds to try to win the game. All games involving charades belong to 
this level (e.g. Time’s Up, Monikers, Activity).  
The analysis level requires calculation and examining. Games situated on this level 
are normally role-playing games in which one has to bluff their way to victory. The 
player needs to know how to make the most out of his/her character and/or action, 
question other players’ decisions and assess their performance. They also need to 
analyse the game in depth in order to understand it thoroughly and to make the best 
decisions possible. Further, it is important to know that these levels of Bloom’s 
taxonomy focus on problem solving within a constantly changing game environment. 
Long term planning and strategic analysis always happen to be the key to victory. 
Some of the games fitting in this level are The Resistance, The Resistance: Avalon, 
Spyfall, Mafia, etc.   
When discussing other higher-order thinking skills, the games dominating the rest of 
the levels of Bloom’s taxonomy are excellent resources for ELT classrooms. 
Storytelling games such as Once Upon a Time or Rory’s Story Cubes both require the 
players to form a synthesis of available information so that they may create a storyline 
or a fairy tale. Rory’s Story Cubes requires the players to be creative and to arrange 
the cubes into a cohesive unit. The players need to create a plan to connect all the 
dice. This is because the level of synthesis includes a lot of planning, organization and 
creativity. 
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The highest level in Bloom’s taxonomy is evaluation. This level requires the players to 
argue, assess, compare, pass judgment, predict and support. In order to win, the 
players need to develop a strategy, but there is normally not enough time (or actions 
available) to do everything. The players need to predict which actions will be more 
beneficial than the others and assess the short term and long-term impact of their 
actions. 
It is important to keep in mind that numerous games contain elements from different 
levels of Bloom’s taxonomy. The higher we go in the taxonomy, the more complex the 
games become. For example, Once Upon a Time is a game that requires synthesis of 
information in order for the players to construct a fairy tale. Using the cards, the players 
try one at a time to create a storyline and discard all their cards from their hand. 
However, all the players need to be listening so that they may hear if the cards they 
have in their hands are mentioned, or challenge the incidental use of a card that did 
not fit into the story. This means that the non-storytelling players must function at the 
evaluation level just the same as they search for a chance to assume control of the 
story (cf. Mayer and Harris, 2010: 18).  
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6 WHEN TO USE GAMES 
Teachers usually resort to games when they need a short warm up activity or when 
there is some time remaining at the end of the lesson. Lee (1979: 3), however, 
suggests that games should not be regarded as a marginal activity, only filling in during 
the odd moment when the teacher has nothing better to do. Most teachers still feel that 
games are a “merely frivolous activity” and use them “only for a short time, to give the 
class a break from the monotony of drilling” (Silvers 1982: 29). In opposition to that, 
Rixon has shown that games can be used at any stage during a lesson, or better, 
language learning. He (Rixon 1981: 69) argues that there are three main stages 
comprising the process of bringing students from a state in which the target language 
is completely unknown to them towards the state in which they are able to use it 
confidently: the presentation stage, the controlled practice stage and the 
communicative practice, also known as the production stage. Those three stages also 
exist in the PPP (presentation, practice, production) approach to teaching as well as in 
the task-based approach where the teaching order is simply reversed.  
The first stage is the presentation stage. There, a game can be used to provide a good 
model for expressing oneself clearly. The controlled practice stage can provide the 
students with a good example of how to imitate the (new) language, as well as how to 
provide appropriate responses. The third stage, the communicative practice stage, 
gives students a chance to use the language in a situation in which they have to 
communicate. Rixon (ibid.: 70) continues that it is in this phase important to use games 
fitting with the level of language mastery the students have already reached. During 
the presentation stage, it would not be good teaching practice to use a game where 
the students have to communicate a lot. The presentation stage could make use of a 
game in which the teacher acts as a master of ceremonies or as a judge, with students 
competing under his/her control. On the other hand, in the final stages of a lesson 
(when the students are ready to use the newly acquired language in a freer way) it 
would be a wasted opportunity if the students were restrained by the teacher in their 
language use.  
 
- 24 - 
 
6.1 How to use board games in a classroom 
There exist some essential conditions that need to be in place if we want to use board 
games in an ELT classroom effectively. Firstly, the experience of playing a board game 
in the classroom has to be enjoyable for the learners and it needs to generate fun and 
laughter. If playing board games loses its entertainment factor and becomes tedious, 
the teacher may as well return to worksheets and textbooks. It is the enjoyment while 
playing that makes board games effective teaching tools (Hinebaugh, 2009: 12). Next, 
it is extremely important that the teacher is well prepared for such a lesson. The teacher 
needs to master the rules of the game and also needs to know how to explain them in 
a simple manner. This may seem self-evident, but rule-giving is one of the most 
important aspects of playing board games. If a teacher is hesitant or mixes up some 
key concepts of point-giving, the students will be furious and the whole experience will 
be frustrating. This is why the rules should be clearly stated in the beginning and, if 
needed, during the play so that everyone knows everything they need to know. Once 
the rules are clear, the teacher’s main function is to set the play in motion. Once the 
students start playing, the teacher should step back and observe, but still monitor their 
playing and be ready to help with some guidance when really needed. The main 
objective of the teacher at this stage is to let the students solve the problems they face 
in their own groups and only offer help when they have exhausted all resources from 
their “group knowledge”. In other words, the students should have the opportunity to 
use their own shared group knowledge for solving problems that may arise during the 
activity. Thus, the group may become a cohesive unit and the bonds between the 
students may strengthen. The last problem the teacher has to tackle when using board 
games in a classroom is connected to the choice of board games. There exist 
thousands of different board games and the teacher needs to choose among them. 
Later we will focus on that and suggest some board games to make this choice easier. 
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7 INTEGRATING BOARD GAMES INTO AN ENGLISH LANGUAGE 
TEACHING CLASSROOM 
The benefits of using board games in ELT classrooms are quite extensive in theory, 
but we need to focus on specific examples of board games and provide some practical 
examples of how they should be used. Not all board games will have the same 
beneficial effects on the learners, so the most important choice the teachers have to 
make when using board games in the ELT classroom is the choice of the appropriate 
one. To choose the board game appropriate for teaching a language, they need to take 
many important factors into consideration. One of them is the length of the game, 
because lessons tend to have a certain time limit. As such, all games that are too long 
are automatically out of the question and cannot be used in a lesson. The length of the 
game is naturally correlated with its complexity and game mechanics. The most 
complex games with more complex game mechanics (worker placement, area control, 
combat games, etc.) last up to 60 minutes or more. Some of them even demand as 
much as five hours of playing. Such games naturally cannot be used in an ELT lesson. 
Thus, the teachers are left with those games that are less complex, easier to manage 
and that do not have too many rules. The next factor to consider is how the teachers 
can obtain the board game. We are aware that the World Wide Web gives us a wealth 
of opportunities to acquire games, but teachers also need to have an opportunity to 
test the game themselves before purchasing it. 
While considering the games that satisfy the criteria listed above (length and 
accessibility), one must also not forget to pay attention to how using the language is 
embedded into the game mechanics. Since our thesis focuses on the games used in 
ELT classrooms, one of the most important aspects to consider is the level of English 
required to successfully meet the objectives set by the board game.  
In the following chapters, we present specific board games suitable for ELT 
classrooms. We have only chosen board games that can be bought or tested in 
Slovenia and can be finished in up to 30 minutes. These two conditions, length and 
accessibility are the most important ones for us and thus eliminate a large number of 
games from the possible-board-game pool. Once these two conditions are satisfied, 
we focus on the language proficiency needed to successfully finish the game. There 
are some games playable at all levels of proficiency, but we will try to suggest the 
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appropriate level for each game presented. We will also list the benefits of the games 
and the skills required for, and practised or developed through playing, as well as 
enumerate some of the possible variations to the game to focus on other skills or to 
adapt the game in order to fulfil some other objectives. We hope the thesis will be 
useful to those teachers searching for new, innovative teaching ideas. 
 
7.1 Length 
One of the two most important aspects when choosing a game is its length. Since 
English (and all other) lessons normally last approximately 45 minutes, the games 
chosen ought not to be too time-consuming. The selected games thus do not last more 
than 30 minutes. We also included games that are longer but can be finished earlier 
without any drawback to the playing experience, and also games that can be easily 
shortened by the teacher. We will include these alterations and provide some 
suggestions to the teachers on how to shorten such games. When introducing board 
games to the classroom, it is important that the teacher knows the rules of the game 
in detail and can explain them to the students in a fast and simple manner, so that the 
explaining does not last too long.  
 
7.2 Accessibility 
All of the board games chosen for the empirical analysis in our Master’s thesis can be 
tested in Slovenia. We only chose the board games that can be bought in at least one 
Slovenian board game shop (TojeTo, Meeple.si, igraj.si) or tested in the board game 
café Dobra poteza in Ljubljana1 to make sure that Slovenian teachers are able to play 
all the games before purchasing them and potentially using them in their pedagogic 
proceedings. We also suggested some options for the teachers to use in the classroom 
the game mechanics they can find in the tested games, but without buying the game. 
Those options include making the board game at home or printing it from online 
resources. 
 
1 The board game cafe Dobra poteza is located in Železna cesta road 14 in Ljubljana. 
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7.3 Language proficiency  
In our thesis, we have decided not to group games in terms of their age, in categories 
such as games for young children, for older children and for adults, because such 
grouping often requires speculation and stereotyping as to which of these categories 
a particular game belongs to. It is frequently the case that there are plenty of “childish 
games” which adults like playing, particularly if they see language learning or sheer 
fun as these games’ objective. For this reason, we have decided to group the games 
according to the various stages of achievement in the English language as they are 
described in the Common European Framework of Reference for Languages (CEFR; 
Council of Europe, 2001). CEFR was created as a response to the need for the 
communicative approach in EFL classrooms in the second half of the 20th century. The 
communicative approach led to Threshold Level (defining the minimal foreign language 
competence) being created, and later to the Common European Framework of 
Reference for Languages (CEFR; Council of Europe, 2001) being formulated. The 
framework organises language proficiency into six levels, from A1 to C2, which can be 
regrouped into three broad levels: Basic User, Independent User and Proficient User 
(Council of Europe, 2001). Those can be further subdivided according to the needs of 
the context (ibid.). It is of key importance that the teachers choose the games 
appropriate for the level of their students’ language proficiency. When a game makes 
one practise, or reinforces a certain grammatical aspect of the language, the students 
need to be familiar with the required aspect as well as possess the knowledge required 
for the board game to be successfully completed. Games should not stretch beyond 
the students’ experience or knowledge. 
 
7.3.1 English Basic User (A1, A2) 
Let us summarize some of the features of the English Basic User as described in the 
CEFR document prepared by the Council of Europe. The learners at this level are able 
to understand sentences and frequently used expressions related to areas of their 
most immediate relevance. They can communicate about simple and routine tasks 
requiring simple and direct exchanges of information pertaining to familiar and routine 
matters. It is also common that such learners “can describe aspects of their 
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background, environment and matters in areas of immediate need” (Council of Europe: 
Global Scale, 2001). All of the features presented suggest that an average English 
basic user is able to describe matters most important to him/her and his/her immediate 
surroundings. He/she is familiar with the most basic vocabulary describing the 
objects/concepts/persons he/she encounters on a daily basis. The types of board 
games most appropriate for this level are the roll and move, puzzle and humour games 
because these types of games are simple and do not include too much                 
communication or lengthy descriptions on the cards (as do, for example, deck-building 
games). These types of games are also the most entertaining types, and as such most 
suitable for beginners who need to be given some sort of motivation to continue 
learning the language. Fun and enjoyment are two of the most important motivating 
factors for beginners. The board game’s gameplay should be as simple as possible, 
including only repetitive actions and patterns. There should not be too many rules so 
as to minimize the possibility of learners becoming too confused by the rules and thus 
not focusing on the language aspect of the game. The rules for the games should be 
given in Slovene. 
 
7.3.2 English Independent User (B1, B2) 
An English Independent User should be able to understand the main ideas of complex 
texts on both concrete and abstract topics, including technical discussions in his/her 
field of specialisation. These learners are able to hold simple, spontaneous 
conversations with native speakers, they can produce clear, detailed texts on a wide 
range of subjects, and explain a viewpoint on a topical issue giving the advantages 
and disadvantages of various options (ibid.). 
The English Independent Users can play any of the games suitable for Basic English 
Users and elevate it to a higher level. They should have the vocabulary and 
grammatical knowledge necessary to hold simple conversations and to understand 
written parts of the game. Game mechanics can be a bit more complex than those for 
Basic English Users and the cards or the board can include lengthy descriptions in 
English. The rules can be given in English, but it is necessary to tell them in Slovene 
as well to make sure that all the learners understand everything.  
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7.3.3 English Proficient User (C1, C2) 
The learner who is described as an English Proficient User is able to understand a 
wide range of longer, demanding texts. He/she recognizes implicit meaning and can 
also express thoughts fluently and spontaneously without much obvious searching for 
expressions. The Council of Europe also suggests that he/she can use language 
flexibly and effectively for social, academic and professional purposes.  
When discussing this level of proficiency and the appropriate board games, there are 
absolutely no limitations. Proficient English speakers should be able to play any board 
game and experience no difficulties in understanding its language aspects. With these 
learners, the teachers can use all the board games listed for lower levels of proficiency 
and observe if these students show much more creativity, strategic thinking, a rich 
vocabulary and a plethora of different ideas when trying to win the game. However, 
games whose language aspect is minimal are not really appropriate for these learners 
since they will fail to see a point or any kind of challenge in them. The rules must only 
be explained in English since the learners should not experience any difficulties in 
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8 SELECTED BOARD GAMES 
 
8.1 Rory’s Story Cubes  
Rory’s Story Cubes was designed and visualised in 2005 by Rory O’Connor, who is a 
creativity and creative problem-solving coach. The game has been very successful and 
was re-themed so often that it is impossible to enumerate all the different versions 
existing on the market––there are, among others, a Batman version, a Scooby Doo 
version, a Moomin version, an Animalia version, etc.  
The game is suitable for almost all levels of proficiency in the English language since 
it offers a vast array of possible game-play variations. The higher the proficiency level, 
the more innovative and complex the stories can become. However, it is important to 
emphasize that the game is not suitable for complete beginners since it requires the 
learners to produce sentences that may stretch beyond their knowledge of vocabulary 
and sentence structure. The images on the cubes include vocabulary items that may 
not lie in the areas of students’ most immediate relevance and thus may not be familiar 
to beginners (English Basic Users, A1 level). On the contrary, English Independent 
and Proficient Users can all reach all Rory’s Story Cubes’ objectives and reap all the 
benefits of playing the game. 
Rory’s Story Cubes belongs to the synthesis level of Bloom’s taxonomy since it 
requires the learners to perform information synthesis in order to create a storyline or 
a fairy tale. The board game requires the players to be creative and to arrange the 
cubes into a cohesive unity: a story. The players of this game need to create a plan to 
connect all the cubes. It thus corresponds neatly with the level of synthesis which 
includes a lot of planning, organization and creativity necessary to create a unique and 
coherent storyline. 
 
8.1.1 How to play 
The game is fairly simple: there are nine cubes, each of which has six images or icons, 
with a total of 54 unique images combinable in over ten million ways. A player rolls all 
nine cubes as dice to generate nine random images, which they then use to invent a 
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story starting with "Once upon a time...". The player needs to use all nine elements as 
part of his or her narrative. In addition, there are different sets of cubes available for 
purchase. The basic package is recommended for beginners in language learning and 
for those storytellers who want to create simple stories. Other packages include cubes 
featuring icons of e.g. “action” and “voyages”. It is possible to combine different sets to 
make the game more difficult and interesting when teachers feel the students could 
benefit from an additional challenge. 
 
8.1.2 Possible variations to Rory’s Story Cubes 
The game can be played in numerous different ways. It can be played by one player 
or a group of people (up to twelve players), in addition to being played as an 
improvisation game where each player contributes a part of the story, picking up where 
the last one left off. This way, the game can be more engaging as all the players need 
to pay attention to the story (by means of which higher-order thinking is introduced).  
Another possibility for gameplay alteration is to place all the cubes into a bag. Students 
should choose a cube at random one by one and then tell a story to their group using 
all six images on their cube. This can be done in lockstep too, and the students can 
also vote for the most original story at the end of the activity.  
Furthermore, it is also possible to use the cubes to review key grammatical knowledge 
from the lesson just passed. The teacher could instruct the class to only use the 
present progressive or whatever grammatical feature they prefer. Thus, the cubes may 
become a great activity to practise grammar in a fun way rather than with the same old 
dull workbook examples. Grammar can be learned deductively through the game, so 
that the students come to their own conclusions after having completed the task in the 
provided context. This way, the learners have to use the language pragmatically first 
before moving on to the linguistic analysis, for which reason this approach can be 
classified as a meaning-to-form approach. The game can also be used in a form-to-
meaning activity scenario that will probably be more familiar to students.  
Aside from focusing on speaking skills, the cubes can also be used as a means to 
improve writing skills. The teacher could prepare a worksheet with nine empty spaces. 
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The students should then roll the cubes and jot down the icons they will have gotten. 
Then, they should write a story involving elements from all the icons. 
 
8.1.3 Benefits of using Rory’s Story Cubes in an ELT classroom 
Rory’s Story Cubes is based on the children’s need for creativity and creative solutions.  
The cubes help the players learn how to solve problems because they need to connect 
all nine images into a cohesive narrative. The game stimulates the players’ imagination 
and heightens their ability to find unifying themes among various diverse images. Since 
the students often produce highly imaginative and unexpected results, the motivational 
aspect of the game is also very important. The cubes are a fun resource to intrinsically 
motivate the learners to use English and to come up with the most original stories 
possible. The students compete with each other to connect the cubes in a more unique 
way than the rest. For this reason, there is an element of extrinsic motivation involved, 
and they are also actively involved in an activity that requires real communication. 
There is an information gap in the activity, so the players have a real reason for 
following through with it. Because of all this, fluency is practised without there being 
any rules for learners in terms of using the language in given contexts.  
If the teacher uses this game to practise grammatical aspects of a language, accuracy 
and grammar should be in focus. The students need to be more careful when forming 
grammatically correct sentences. When transformed into a writing task, the game shifts 
from one productive skill to another and focuses on the writing skills. The idea is simply 
to set the activity up in such a way that it has a very clear purpose fitting the teacher’s 
plans. 
 
8.1.4 Length and accessibility 
Rory’s Story Cubes are a bit unique with regard to the length of the game in terms of 
this thesis because the gameplay may vary a lot. In general, the game lasts about ten 
to fifteen minutes, but the teachers have no limitations with this game and can stretch 
or shorten it according to their preferences. The game is good for filling in some time 
- 33 - 
 
at the end of the lesson, and it can also serve as a great warm-up activity to introduce 
it. 
Rory’s Story Cubes can be purchased in any board game shop in Slovenia (igraj.si, 
Meeple.si, TojeTo) and can also be played for free in the board game café Dobra 
poteza. Teachers can also assemble the cubes by themselves at home or connect two 
school subjects by making the students assemble the cubes in workshop class. If that 
is the case, the students can take what they created and use it in a language class, so 
they will be even more motivated to play the game. It is not necessary to use this game 
in English classes only since the cubes can be used in any language class. 
 
8.2 Just One 
Just One, designed by Ludovic Roudy and Bruno Sautter, was published by Repos 
Production in 2018. It is a game for up to eight players suitable for people aged eight 
years or more (BoardGameGeek: Just One). Just One won the prestigious Spiel des 
Jahres award in 2019 and has received outstanding ratings all over the world.  
The game is appropriate for beginner learners of English (English Basic Users, level 
A2 and upwards) because the vocabulary used is very simple and the players only 
need to be able to write down one-word clues. If a certain vocabulary item is too 
demanding for the beginners, there is always the possibility of choosing another word. 
I would not advise the game to be used with higher proficiency learners if the goal is 
to derive language benefits from it. Higher proficiency levels will enjoy the game very 
much, but they will not benefit from it language-wise.  
The game belongs to the application level of Bloom’s taxonomy since the players need 
to be able to solve problems and use their knowledge of each other to win the game, 
but one could also argue that the guesser (of the clues) operates at the analysis level 
as he/she needs to analyse, calculate and examine all the given clues. The player 
needs to analyse the clues in depth in order to understand them and to make the best 
decisions possible. 
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8.2.1 How to play 
Just One is a cooperative humour game in which players work together to reveal as 
many mystery words as possible. The rules of the game are very simple. The board 
game consists of playing cards, easels and markers. Each turn, one person is the 
guesser. The guesser draws a card without looking at it, but shows it to everybody 
else. Then, the guesser chooses a random number between 1 and 5. For example, if 
number 2 is chosen, the mystery word listed under number 2 on the card the guesser 
had drawn. The guesser then closes his/her eyes while the teammates use their 
erasable markers and their easels to write down one-word clues that they think best 
describe the word under the selected number (if the word is bread, the clues could be 
baked, yeast, white, sourdough, toast, oven, etc.). Once everybody has written a clue 
on their easel, they look at each other’s clues. If any of the clues are the same, they 
cancel each other out and those easels that contain them are flipped face-down. Then, 
the non-identical clues are revealed to the guesser who tries to guess the mystery word 
(in our example bread). If they guess correctly, the card goes into the success pile. If 
they make an incorrect guess, that card and the top card of the deck are removed from 
the game. If they decide not to guess, just that one card is removed from the game. 
Afterwards, the next player gets to be the guesser. The full game is played over thirteen 
cards and once the players go through all of them, they consult a chart telling them 
how well they had performed.  
 
8.2.2 Possible variations to Just One 
One of the most positive features of Just One is that the game can be played in large 
groups. This is especially beneficial for teachers who want to use the game in the 
classroom since they do not need to procure very many sets of the game.  
When using Just One in a classroom, we form groups playing with individual game 
sets. The teacher can motivate those groups by telling them to compete against each 
other. The group with the most cards in their “success pile” at the end of the game 
wins. However, the teacher needs to monitor the students carefully to prevent any form 
of cheating.  
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There is always the possibility for the teacher to create an alternative deck of cards 
including novel vocabulary items, phrases, idioms or other building blocks of language 
he/she wants the students to know. Thus, the game is perfect for revising and 
practising those vocabulary items in a fun and engaging way. The students need to 
know the meaning of a vocabulary item beforehand in order to give valid clues, but 
even if some students do not know the meaning of the word, they can write down a 
random clue and then learn the correct meaning from the clues given by their 
classmates. The group learns together, and the vocabulary items practised in such a 
way will remain in the students’ memory for a longer period of time. The game can be 
used to practise those vocabulary items either inductively or deductively. 
If we use this game with complete beginners (A1), we can tell them to write the clues 
on the easels either in Slovene or in English, but the guesser needs to guess the word 
in English. With higher levels of proficiency, we can add the “accuracy” rule––the words 
on the easels need to be written correctly, otherwise they cannot be used to help the 
guesser. Thus, the game forces the learners to think about the proper spelling of the 
word, for which reason the students must learn it. If the learners are punished for 
writing the word incorrectly, they will learn more quickly to spell properly.  
 
8.2.3 Benefits of using Just One in an ELT classroom 
Just One is a great game for practising vocabulary items, synonyms, hypernyms and 
hyponyms as well as creating clever associations. Since the matching clues cancel 
each other out, the players need to think a bit harder about what they are going to write 
down, which makes thinking of clues more challenging. The game is also capable of 
birthing hilarious moments in which two or more people think they outsmarted one 
another with a very specific clue, only to find out that they wrote down the same “clever” 
clue. The given clues should not be too obvious or straightforward, but they should not 
be too obscure either because such clues will not help the guesser in any way. The 
guesser needs to employ some reasoning and creativity to come to the best possible 
solution to what the mystery word is, and the whole group needs to work together to 
come up with the best clues for helping the guesser. Since the guesser does not want 
to let the group down, the game brings the whole group together to work against it and 
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amass the highest possible score. The players are intrinsically and extrinsically 
motivated––the desire to finish the task comes from within them as well as from their 
teammates depending on them. Speaking about language learning benefits, the game 
focuses on practising vocabulary and, if alternated as suggested in the previous 
chapter, also on accuracy and spelling.  
 
8.2.4 Length and accessibility 
The complete game is played over thirteen cards and should last approximately twenty 
minutes, but one of the game’s greatest features when it comes to using it in an ELT 
classroom is that it can be concluded earlier. The teacher may feel that using thirteen 
cards makes for a rather lengthy game, so they can suggest another number. It is 
important that all the players are given the chance to be the guesser. Therefore, we 
can use the same number of cards as there are players in the group. The game can 
be bought in online shops igraj.si and TojeTo as well as in TojeTo store in Ljubljana. It 
can also be played in the Dobra poteza café. The teachers can also make this game 
themselves––they can make their own cards with vocabulary items that suit their 
lesson plans. The easels and markers are not really necessary since the students can 
instead write one-word clues on a piece of paper.  
 
8.3 Say anything 
Say anything is a light-hearted humour card game designed by Dominic Crapuchettes 
and Satish Pillalamarri in 2008. It is a game suitable for a group of up to eight players 
which, according to the official BoardGameGeek website, should be aged twelve or 
more.  
We believe that the game is suitable for English Basic Users and the levels above that 
because it motivates its users, forces them to think about sentence structure and form 
answers based on how well they know their classmates. It is not very suitable for 
beginners who might not understand all the sentences-questions on the deck cards 
and may not be able to write down the answers they want to give.  
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Say anything belongs to the analysis level in Bloom’s taxonomy because it requires a 
lot of calculation and examining of the opponents. The player needs to know how to 
make the most out of his/her actions to write the best answer possible and to guess 
the first player’s answer. The players also need to question other players’ decisions, 
assess their performance (since no duplicate answers are allowed) and analyse each 
other to come up with outstanding answers and ultimately win the game.  
 
8.3.1 How to play 
There is a deck of cards in the middle of the table. The starting player draws a card 
and chooses one question on the card he/she would like to ask (there are sentences 
such as “What’s the worst thing to say to a cop after getting pulled over?” and “Which 
website would be hardest to live without?”, etc.).  All the other players need to write an 
answer that they believe the starting player is going to like the most. They have to 
come up with it as fast as possible since no duplicate answers are allowed: the first 
answer-board put in the middle is the one that gets to stay there. The players put their 
answer-board face-up in the middle of the table. The player who asked the question 
then chooses his/her favourite answer without saying it out loud while all the other 
players bet on the starting player’s decision. Each player has two betting tokens to put 
on the answer-board that he/she thinks will be picked as the starting player’s favourite. 
They can either bet both tokens on one answer or split them between two different 
answers. When the starting player reveals what his/her favourite answer was, the 
scoring takes place. There is a scoring spreadsheet included in the game package. 
Each betting token is worth one point. 
 
8.3.2 Possible variations to Say anything 
There are certain alternations possible when playing Say anything. As with all games, 
this game will work best if adapted to the unique needs of the content in which it is 
played. The teacher can pick those questions that fit the subject matter or the content 
covered in the lesson. Alternatively, new questions (not those already on the cards) 
can be formed by the students themselves to practise question formation. If the 
questions are changed, lower proficiency level learners can play the game with ease—
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the teachers just have to be careful to include only the vocabulary that the learners 
already know.  
This group game can be turned into a lockstep game in which some volunteers (it does 
not really matter how many there are as long as up to five contestants volunteer) come 
in front of the whole class to answer the question posed by the teacher. The teacher 
collects the volunteers’ answers and reads them out loud in a random order. The class 
then votes on the best answer. The contestants can change each round.  
 
8.3.3 Benefits of using Say anything in an ELT classroom 
Say anything is a game that often generates plenty of laughter while also promoting 
quick answer formation and imaginative thinking. The game contributes to better group 
cohesion, promotes team spirit and brings the team members closer together by 
allowing them to get to know each other better. Students need to step into their 
classmates’ shoes and think of the answer which they, not themselves, would prefer. 
The game is intrinsically and extrinsically motivating for students—their desire to play 
the game comes from their inner passion to play the game, have fun and satisfy their 
curiosity, but they also want to impress their peers with their answers and achieve the 
highest score at the end of the game. All of the mentioned rewards come from extrinsic 
sources.  
The students also practise question and answer formation as well as sentence 
structures appearing with each. Therefore, grammar, accuracy and also writing skills 
can be practised. 
 
8.3.4 Length and accessibility 
One of the best features of this game when it comes to using it in classroom is that 
there is no need to bring it to an actual conclusion since it can be finished somewhere 
in the middle (if the end of the lesson comes too soon), in which case the person with 
the highest score can be proclaimed the winner. We suggest that four rounds are 
enough because that works best for the students. It is better to finish too soon rather 
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than too late. Say anything can be bought on igraj.si. If the teachers employ some arts 
and crafts, the game can be produced at home with ease. All they need to do is make 
some cards with questions they prefer, and create some betting tokens.  
 
8.4 Once Upon a Time: Knightly Tales 
The first edition of Once Upon a Time game was called Once Upon a Time: The 
Storytelling Card Game and was published as early as 1993. The designers of this 
popular game are Richard Lambert, Andrew Rilstone and James Wallis. Due to the 
game’s popularity, there have been various re-editions of it designed and published. 
These re-editions include Once Upon a Time: Dark Tales, Enchanting Tales, Animal 
Tales, Fairy Tales, etc. However, in Slovenia, it is only possible to buy the Knightly 
Tales edition, so we have decided to include this version in our list. All the versions 
employ the same playing mechanic. Once Upon a Time is basically a storytelling card 
game for between two and six players aged eight or more. We believe that the game 
is suitable for learners at least at the B2 level of proficiency in English. The learners 
need to have some knowledge of sentence structure and tenses, with their vocabulary 
also having to be sufficiently large for them to connect all the cards into a coherent 
narrative. They also need to be able to develop some sort of a strategic plan since the 
game works on the level of evaluation. If we compare it to the other game with the 
storytelling mechanic we mentioned, Rory’s Story Cubes, the difference between them 
is that Once Upon a Time requires a lengthier story to be narrated. The stories in Once 
Upon a Time turn out far more complex and require plenty of planning and strategic 
skills. Additionally, all the players need to pay attention to each other’s stories to try to 
include the cards they have in their hands, or to challenge the incidental use of a card 
not fitting into the story. Rory’s Story Cubes is a much simpler game in that regard. 
Once Upon a Time: Knightly Tales, similarly to Rory’s Story Cubes, belongs to the level 
of synthesis in Bloom’s taxonomy since the game requires the players to perform 
synthesis of information in order to create a storyline or a fairy tale. The game requires 
all the players to be extremely creative and attentive so as to form a plan to use all the 
cards and create a believable and realistic storyline. The level of synthesis demands a 
lot of planning, organization and creativity for producing of a storyline that is not only 
unique, but also fits all the requirements and rules of the game. The game also 
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possesses some traits pertaining to the evaluation stage since the players need to 
compare the cards, predict which actions will be more beneficial than the others and 
assess the short-term and long-term impact of their actions as they neatly bring their 
story to its end.  
 
8.4.1 How to play 
Each player is dealt the same number of cards (the number of cards dealt to each 
player depends on the number of players in the group). He/she also obtains several 
“Once Upon a Time” cards (the storytelling cards) and one “Happy Ever After” card 
(the ending card). Each storytelling card represents one of the people, places, and 
objects required to appear in the storyteller’s narrative. They are divided into five 
groups: characters, items, places, aspects and events (Once Upon a Time: Rulebook). 
The player chosen to be the first storyteller begins to tell a story. Whenever the element 
on one of the cards is mentioned, the storyteller places that card face-up on the table. 
If the storyteller mentions in their story something that is an element on one of the other 
players’ cards, that player can then interrupt the narrative and take over the story. 
(There are also some special cards allowing the players to interrupt the storyteller at 
other times, which are marked with “Interrupt”.) When a player has played all of their 
cards by including them in the story, the “Happy Ever After” card can be played, with 
which that person wins the game. The storyteller should mention each card in a 
separate sentence (simply enumerating card items is not acceptable), and each item 
mentioned should be of some importance to the story. It is not acceptable to mention 
things for no reason just so you can play your cards. One of the final rules states that 
it is also possible to interrupt the narrative if the speaker has not used the exact word 
written on the card. For example, if the storyteller says: “[...] and the king fell in love 
with the woodcutter’s daughter [while playing the “Two People Fall in Love” card] and 
they were married. A year and a day later she gave birth to a baby boy[...]”, a player 
who holds the “Prince” or “Child” card can play it and interrupt at this point. A baby is 
a child and the son of a king is a prince, so even though the storyteller did not use 
those exact words, another player is allowed to interrupt the storyteller in such a way 
(ibid.). The teacher should be the judge in the cases that are not truly clear-cut and 
may result in distress and arguing among the students. If a player tries to interrupt and 
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the interruption is judged to be unjustified, the failed interrupter discards the card that 
was intended as an interruption and takes two cards from the “Once Upon A Time” 
deck. There also exists the possibility of two people interrupting at the same time. If 
that happens, the first one to play the card has made the successful interruption and 
becomes the new storyteller. If that is the case, there is no penalty for the person who 
made the unsuccessful interruption. 
This game has more rules than most of the other games mentioned in our thesis, but 
the teacher should not need more than five minutes to explain everything. Teachers 
should take their time to explain the rules the first time they decide to use this game in 
a classroom, and the students will be familiar with the rules whenever they decide to 
use the game again. It does take up some of the precious classroom time to get the 
students acquainted with the game, but the outcome will be worth the effort. 
  
8.4.2 Possible variations to Once Upon a time: Knightly tales 
One of the versions of this game’s gameplay is called “Multiple endings”. In this 
version, the player receives two “Happy Ever After” cards at the start of the game, both 
of which can be played as the final cards. This variant is perfect for those who are just 
learning the game since it balances out the game if some players are more 
experienced than the rest (Once Upon a Time: Rulebook). 
If multiple rounds are played, the player who had held the most cards in their hand at 
the end of the previous round begins as the storyteller for the next game. This allows 
the weaker and less assertive students to control the story in greater accordance with 
their “Happy Ever After” cards.  
Once Upon a Time could also easily be turned into a writing assignment to improve 
the students’ writing skills. The teacher could tell the students to finish the “regular” 
game in class and then assign to them the task of writing a story at home. Thus, those 
who did not get the chance to contribute a lot of their cards do still get the chance to 
be creative: they can create their own narrative at their own pace. 
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8.4.3 Benefits of using Once Upon a Time: Knightly Tales in an ELT 
classroom 
Once Upon a Time puts the learners in the position of active storytellers. They have to 
come up with creative solutions and what they produce is entirely up to them. They are 
allowed to be original, make interesting and unique connections and use the language 
freely in real communication. Their curiosity will be aroused because they are going to 
hear their classmates’ stories. Learners are intrinsically and extrinsically motivated 
through storytelling and the brains of both the storyteller and the listener are actively 
participating. While the narrator is telling the story, the listeners need to be careful and 
pay attention; they have to develop a critique of their classmate’s story and look for 
opportunities to step in with their own narrative. Thus, all of the players are actively 
involved in the process of listening. Listening, reading and speaking are all included in 
this game that focuses mostly on fluency. If the game is changed to a writing 
assignment, the students can also practise writing skills. 
 
8.4.4 Length and accessibility 
The length of this game depends entirely on the players and their creativity, but it 
should last between twenty and thirty minutes. The game can be a bit lengthier if there 
are plenty of interruptions and if long sentences are used. Once Upon a Time is 
available for purchase on igraj.si. There are also some printable Once Upon a Time 
cards available on the World Wide Web with which the teacher may construct the game 
as he/she wishes, printing out the items suitable for a certain level or context which 
they prefer. The printable cards are available at the following internet address: 
https://onceuponatimegame.webnode.com/download/. Some version of the game can 
also be assembled from scratch by the teachers themselves. They may produce the 
cards on their own to include content (to be) covered in the classroom.  
 
8.5 Time’s Up 
Time’s Up is one of my favourite board games. It is a perfect game for bigger 
groups/teams as it generates a large amount of fun and laughter. It is essentially based 
on title-recall and charades. The game was designed by Peter Sarrett and produced 
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in 1999. The number is not prescribed by its rules—there should be two or more groups 
of people who form a team. It is not of high importance that the teams consist of an 
equal number of students. 
The game is suitable for English Basic Users (B1 and up). After the first round, the 
language skills cease to be at the forefront since memory and retention skills gain more 
importance. However, the first round, which essentially consists of explaining, is the 
one that beginners will most likely not be able to successfully complete. They would 
need a large amount of time to do so, and still they may not be able to finish the game. 
The higher its members’ proficiency, the faster the group will finish.  
Time’s Up belongs to the application level of Bloom’s taxonomy. This is because the 
players need to be able to illustrate or dramatize (mime) the concepts on the cards, 
they must be able to solve a problem (of how to present the clues) and use the acquired 
knowledge from previous rounds to try to win the game.  
 
8.5.1 How to play 
Every game consists of three rounds. In each of them, the objective is the same—team 
members should take turns giving clues and trying to get their teammates to guess 
correctly as many of the cards as possible in 30 seconds. The teams and team 
members take turns with the same deck of cards that have clues written on them. The 
teams all compete to work out via the clues more cards than the other team(s). In round 
one, almost any kind of clue is allowed, and the clue-giver cannot pass on a card. If 
they do not know how to describe the clue or do not know what it means, they still need 
to try to explain it. If their team guesses the clue correctly, that card goes to that team 
and they place it on their card pile. If the team does not figure out the clue, the card 
goes back into the common deck. The deck is shuffled after every turn of guessing. 
The first round lasts until all the clue cards are assessed and distributed amongst the 
teams. Afterwards, the teams count their cards, thereby achieving the score for the first 
round. The score is written down.  
In round two, the same cards are again shuffled into a deck (the same clues as in the 
first round will need to be guessed), but the catch is that no more than one word can 
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be used by the clue-giver for each clue. The clue-giver may only describe the clue with 
one word, but may use unlimited sound interjections and gestures. There are additional 
rules when it comes to this round, such as that the clue-giver can pass on any card 
they do not like (if they feel they are unable to describe a clue, they can just proceed 
to the next clue) and the teammates only have one try to guess the clue. This forces 
the teammates to really think what the correct solution could be and not just shout 
away any feasible answer (which they heard during the first round). If the team answers 
incorrectly, the clue-giver must proceed to the next card. Once all the cards from the 
deck have been guessed once again and distributed among the teams, the round is 
over and the teams count their cards/scores. This figure is added to the one from the 
first round.  
In round three, the clue-giver can use no words at all and can pass up a clue as often 
as they like. The teammates are again only allowed to guess once. The clue-giver is 
allowed to murmur songs, use mimicking, charades, and to use their body as much as 
they like. After all the cards are assessed for clues, the teams count the score for the 
final time and add it to the previous figure. The winning team is the one to have the 
highest overall score. 
 
8.5.2 Possible variations to Time’s Up 
There have been some expansions for Time's Up published by R&R Games in 2001 
and 2002, adding new cards with new clues. In 2008, Time's Up Deluxe and Time’s 
Up: Title Recall were published. The latter version of the game challenges players to 
guess titles of books, films, songs, etc. while using the same basic rules.  
There is one possibility to lengthen the game. A fourth round can be added with the 
same deck of cards in which the guessers should close their eyes and the clue-giver 
must freeze in one position. Then the guessers should open their eyes and guess what 
the clue is. This is the most difficult version, so it is only suitable for those students who 
do really well playing the game. Proceeding to the fourth round with those who have 
struggled in the previous rounds would prove to be too great a challenge.  
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The teacher could also make a set of cards with some clues having to do with the 
themes covered in English lessons, or to practise and introduce the Anglophone 
culture and/or social life. This would make the learning process much more enjoyable 
while the clues would most certainly be retained in the learners’ memory longer. 
 
8.5.3 Benefits of using Time’s Up in an ELT classroom 
Time’s Up is a game that allows the players to be creative and to use the language 
freely for the purposes of real communication. The game requires and reinforces skills 
such as memory retention and general knowledge: the clues on the cards stretch from 
book titles, TV-series, films, actors, plays, games and to other titles. The game also 
possesses the kinaesthetic game mechanic, allowing the players to act, dance or use 
their body in whatever way imaginable in order to win. It relies on the learners’ natural 
ability to express themselves and it elicits the learners’ knowledge by arousing their 
interest, making them use body language, mimicking and imitation.  
The English language is mostly used in the first round where the students are allowed 
to be creative and explain the clue to the best of their abilities. When describing a 
movie, they may use the actors’ names; they may describe the title word-by-word or 
describe what happens in the movie. They are allowed all the freedom; the only rule is 
not to use the words belonging to the same word-family as those in the clue. The game 
is very intrinsically motivating because the players experience desire to guess all the 
clues, which comes from within the learner. Extrinsic motivation comes from the teams 
competing for victory. All team members need to work together and pay attention to 
the repeated clues as well as remember those clues they tried to explain that were not 
guessed because those clues will come around again. It is very important that all the 
players also pay attention to other team’s clues because the deck will remain the same 
and they may get those clues in future rounds. The game also makes the learner think 
outside of the classroom walls and use the general knowledge he/she possesses. 
Thus, the weaker students of English are given a chance to show their knowledge, 
which is why they may become motivated for language learning in the future. 
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8.5.4 Length and accessibility 
Time’s Up is a game that can last as long as we want. The original rules suggest that 
there should be 40 cards in the deck of clue-cards. Such a game would last up to an 
hour. However, the teacher can always reduce the number of cards in the deck and 
shorten the time needed to finish the game. We suggest that the deck consist of twenty 
cards if we want the game to last around twenty minutes. 
The Time’s Up: Title recall version can be bought on igraj.si and played in Dobra poteza 
where all the various editions and additions to the game can be tried out. Time’s Up 
can also very easily be made by the teacher at home. There are some printable 
resources available on the internet as well. 
 
8.6 Spyfall 
Spyfall is a game designed by Alexandr Ushan that was published in 2014. This group 
game can be played in groups of three, four, five, six, seven or eight players. It is a 
simple humour and hidden-identity game of bluffing, probing questions, clever 
answers, suspicion and (if you are a spy) just trying to understand what is happening 
around you. The advised minimum age for playing the game is twelve years old. Spyfall 
is also a game where much communication is required. Because of this, it is possibly 
the most suitable for students at the highest levels of proficiency in English (at least 
the B2 level) since those yet to achieve this level could have trouble with bluffing and 
being persuasive in the English language. It is already very challenging to bluff and not 
give your identity away in one’s mother tongue, so using this game for those at lower 
levels of proficiency in English is not advisable.  
The game belongs to the analysis level of Bloom’s taxonomy since it requires a lot of 
calculation and examining. The spy needs to bluff his/her way towards victory by 
means of many analysis-related processes: he/she needs to know how to make the 
most out of his/her character and/or action, question other players’ decisions and 
assess their performance in a constantly changing game environment.  
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8.6.1 How to play 
At the start of each round, all the players receive a secret card informing them of the 
group's location (which will stay the same for the whole game): a casino, a space 
station, a pirate ship, a circus—there are as many as 30 possible locations. On these 
location cards, there are also professions written down for each player. For example, 
the bank location will be the same for all the players, but there exist a customer, a 
branch manager, a teller, a security guard, a consultant, an armoured car driver and a 
bank robber card. Crucially, however, one player in the group receives the “Spy” card 
instead of the location/profession card. Players then start asking each other various 
questions. The “Non-Spy” players will want to ask questions and give answers that 
prove to the other players that they know where they are. However, if their questions 
and answers are too specific, the “Spy” will easily guess their location and win, so they 
need to be subtle. If a player’s questions and answers are too generic, the group might 
accuse him/her of being the “Spy”. Some examples of questions are: Who is your 
boss? What do you see out the window? What are the employee benefits of working 
here? etc. 
The “Spy” will also be asked questions and will have to come up with questions of 
his/her own without knowing the location. He/she needs to listen carefully to the 
questions and answers to try and bluff his/her way towards victory. Once per round, 
each player may accuse another player of being the “Spy”. If all players agree, the 
game ends and that player’s secret card is revealed. If the “Spy” is captured, the “Non-
Spy” players win the round. If a “Non-Spy” is revealed, the “Spy” wins. Finally, if the 
“Spy” figures out where they are, they can reveal their card and try to guess the 
location. If they are right, they win the round. If not, the “Non-Spy” players win. 
  
8.6.2 Possible variations to Spyfall 
The game of Spyfall is interesting enough without any variations. However, if the 
students have already mastered the game, there can be some changes added. If a big 
group is playing the game, more spies (up to three) can be added to make the game 
more demanding and probably a lot funnier.  
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If the students are new to the game, it can be hard for the spy to know all the possible 
locations, so the teacher can help them by projecting the locations onto the board. 
However, the students would need to have some time to look at the locations 
beforehand since it would be too easy to guess who the spy is if he/she was checking 
the board all the time.  
If the game of Spyfall is used to practise vocabulary items pertaining to occupations, 
the teacher may choose location cards suited to the vocabulary they covered in the 
lesson. Alternatively, the teacher may produce his/her own cards corresponding with 
the vocabulary (to be) covered in the classroom.  
 
8.6.3 Benefits of using Spyfall in an ELT classroom 
Spyfall is a game that demands communication from the players. The communication 
mostly includes forming questions and answers, but the group may also discuss the 
spy’s identity whereas the spies can answer and try to persuade them he/she is not 
the spy. The debates can become quite heated. There is a communicative purpose in 
this game since there is a kind of information gap in the minds of all the players. That 
is, the spy needs to figure out the location while the other players need to pay attention 
to all the questions and answers to figure out who the spy is. This provides the learners 
with a purpose and desire to communicate (intrinsic motivation) as well as gives them 
a real reason for following through with the game. The game focuses on the learners’ 
fluency rather than accuracy, which means that there is real communication involved.  
This is a game of social deduction, mastering acting out hidden roles, and traitor 
mechanics. All the players learn to observe their surroundings in addition to other 
people’s mannerisms and “tells” in order to deduce any clues related to solving the 
mystery. Spyfall is an excellent source of material for lessons dealing with new 
vocabulary items. It is an activity that allows the students to talk freely on professions, 
occupations and locations while having fun. Spyfall can be used as a warm-up activity 
or an introductory activity to motivate the learners and prepare them for the lesson. 
Alternatively, it can be used as a revision activity to practise some of the vocabulary 
items which have already been learned. The game applies really well to the classroom 
process.  
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8.6.4 Length and accessibility 
The game can be finished very quickly (possibly in the first round if the spy is 
particularly obvious in their actions), but there is always the possibility to play more 
rounds and give more students the opportunity to get the spy card. One game of Spyfall 
should not stretch over fifteen minutes (this is the absolute maximum), which makes 
the game very suitable for classroom usage.  
Spyfall can be purchased in the TojeTo store and played in Dobra poteza. The teacher 
may also make his/her own cards as this game is fairly simple to make at home. When 
doing it by themselves, the teachers can focus on the vocabulary they want to be 




8.7 Animal upon animal (also known as Tier auf Tier) 
Animal upon animal is a game designed by Klaus Miltenberger. It was published in 
2005 and was intended for kids aged four or more. However, the game has proven 
equally popular among adults. It has sold over 600,000 copies since 2005. The 
package consists of 29 animals (four monkeys, four penguins, four sheep, four lizards, 
four hedgehogs, four snakes, four toucans and one crocodile). The wooden animal 
figurines are all painted in bright colours.  
Animal upon animal is one of the games that are amongst the most suitable for 
beginners in the English language because the gameplay is very simple and the game 
can be played even if the learners have no knowledge of the language. The idea for 
this game to be used in an ELT classroom arose from contemplating how to make 
vocabulary learning more entertaining. When used with higher proficiency students, 
the game can also be used as an entertainment activity, but there is likely to be no 
language aspect involved since those students are likely to already know the names 
of all the animals. The game is very simple and therefore belongs to the knowledge 
level of Bloom’s taxonomy. There is no higher-order thinking involved and the only two 
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skills required are a steady hand and being able to memorize animal-related 
vocabulary. 
 
8.7.1 How to play 
The gameplay is fairly simple and the rules can be easily explained within one minute. 
All players get the same number of wooden animal figurines. Each turn, a player rolls 
the die and the icon on the die determines whether they place one or two animals onto 
the stack of animals (the crocodile is on the board as the “starting” figurine) or pass 
one of their animals to another player for them to place. If any pieces fall off whilst the 
player is building the stack, he/she has to take all the pieces that have fallen off the 
stack. The first player to place all of their animals onto the stack wins the game. 
 
8.7.2 Variations on Animal upon animal 
The game is so simple that there are not very many possibilities for changing it. 
However, to add to the language aspect for beginners, the teacher can use the wooden 
figurines to teach the learners animal-related vocabulary before they start playing the 
game. Another rule needs to be added to emphasize the language aspect: every time 
an animal is given to an opposing player or placed onto the stack, the player who 
performs this action needs to say the name of the animal correctly (for example: “The 
toucan goes on the crocodile.”; “The hedgehog goes to Luka.”).  
 
8.7.3 Benefits of using Animal upon animal in an ELT classroom 
The game can be used when teaching about animals in the English language as it 
includes wooden figurines of a hedgehog, a snake, a crocodile, a monkey, a sheep, a 
penguin, a toucan and a lizard. The game by itself does not involve a lot of 
communication or English language usage, but we think that it serves as a great 
initiating and/or closing activity for beginners when they are acquiring animal-related 
vocabulary. The game is fun; it will motivate the students to learn the names of those 
animals and use the appropriate vocabulary while playing. The entertainment 
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component of the game is so strong that everybody is going to love playing it, so we 
can claim that they will undoubtedly know the names of these animals by the end of 
the third round. This game also fosters hand-eye coordination and fine motor skills 
since these animals all have lots of curves and hooks that make for very fun dexterity 
challenges. Nevertheless, for the purposes of ELT classrooms, speaking and 
vocabulary should be placed in focus in this activity.  
 
8.7.4 Length and accessibility 
Animal upon animal is one of the shortest games ever made within the board game 
community since it never stretches over the ten-minute mark. If the game finishes even 
faster, it can be repeated as much as we like due to its entertainment component. 
Everybody will want to play the game more than once. The game can be purchased 
on web pages igraj.si, TojeTo and Meeple.si and can also be played in the Dobra 
poteza café. 
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9 DISCUSSION 
To summarize everything we have written above, I have prepared a spreadsheet 
including all the key information about the selected games. The spreadsheet is 
designed to help teachers choose the most appropriate game for their classroom 
practices.  
All the examined board games can be purchased in at least one of the board game 
shops in Ljubljana, while most (except for Once Upon a Time: Knightly tales and Say 
anything) can also be played in the board game café Dobra poteza before purchasing.  
I have included only one game suitable for complete beginners on the A1 level (Animal 
upon Animal) while Rory’s Story Cubes, Say anything and Just one are suitable for the 
A2 level as well as all the levels above it. There are also some games included that 
require higher proficiency in the English language, namely Time’s Up (at least B1) and 
Once Upon a Time: Knightly Tales and Spyfall (B2 level and above). Most of the games 
possess numerous beneficial outcomes for English language learning stretching from 
boosting the learners’ creativity and imagination, facilitating their problem solving 
capacities to promoting group cohesiveness and team-work. All of the selected board 
games are also extremely motivating, making use of both intrinsic and extrinsic 
motivating factors.  
When using board games in the classroom, the learners will practise fluency more than 
accuracy as there is always real communication involved in the games’ gameplay. All 
the board games are also immensely entertaining and can be a fun resource to use.  
Some games can also be useful beyond English language learning (e.g. Time’s Up for 
general knowledge and Animal Upon Animal to help develop fine motor skills and hand-
eye coordination).  
All the games included are known as “quick” board games because they never last 
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10   CONCLUSION 
The thesis started with the examination of three concepts that seemed to be worth 
considering when researching board game use in an ELT classroom. The first of those 
was gamification, a term referring to non-gaming activities. Utendorf (2013, in Arnold 
2014: 4) points out that gamification does not concern developing full-on games, but 
rather using game-related attributes to drive engagement and strengthen skills or 
behaviour changes. Learning is not remodelled into a game: features typical of games 
(arousing curiosity, collecting, exploration and domination, to name a few) are used to 
promote engagement in learners. We have discovered that using board games in real 
classrooms cannot be considered gamification since there are actual games used, so 
we moved forward to the other relevant concept––edutainment. Gerber (2014: 49) 
reports that the term “was defined in the 1980’s as the use of entertainment devices or 
activities to teach school-based and education-based subjects or concepts”. She goes 
on to say that edutainment includes flashy products whose sole purpose is to teach 
the students concepts. Edutainment pertains to those games that were designed for 
the purposes of teaching children something (be it English, maths or physics), so, 
again, the concept does not fit our methodological needs. This brings us to the last 
term we analysed, namely game-based learning. Game-based learning refers to 
situations in which, when playing a game, “the game itself is teaching the students” 
(Gamelearn). The story of the game and its characters are the ones teaching the 
learners concepts as they incorporate a simulation allowing the students to practise 
the concepts and receive personalized feedback. Only then does learning happen 
through the game itself. Using board games in the classroom therefore falls under the 
term game-based learning. 
Having explained these concepts, the thesis focused on several broad definitions of 
games in general. Games were defined as “voluntary interactive activities, in which 
one or more players follow rules that constrain their behaviour, enacting an artificial 
conflict that ends in a quantifiable outcome” (Zimmerman 2004:260). Most games 
include artificiality, conflicts, rules, feedback and a goal that needs to be reached in 
order to finish the game successfully.  
Moreover, we focused on the history of board games, which is very rich and eventful. 
Some of the crucial moments during board game production developments were the 
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points in time when Monopoly and Scrabble gained their popularity and when the 
prestigious award Spiel Des Jahres was established. Later on, board games gained 
even more traction with The Settlers of Catan and Pandemic, not to mention YouTube 
reviews, TV shows and Kickstarter. Within twenty years, the number of board games 
published per year had quadrupled and reached 3429 new games in 2015 (Verstraeten 
2018). There exist various board game types, such as roll and move games, worker 
placement games, cooperative games, deck building games, area control games, 
hidden identity games, puzzle games, combat games, word games and humour or 
party games. Among those, there are plenty of board games which can be used as a 
serious teaching tool with numerous beneficial effects on the learners.  
We first focused on some generally describable benefits such as repetition, relaxed 
atmosphere for learning, real-life examples and communication, teaching of problem 
solving, memorization and retention, quick decision making, risk taking, thinking 
strategically, learning to multi-task and thinking like one’s opponent.   
Then, we moved on to the two factors that are always present in playing board games: 
motivation and creativity. The two concepts were explored in more detail. For this 
purpose, we spent some time presenting the levels in the Bloom’s taxonomy and the 
games suitable for describable levels of language proficiency. Later on, we 
demonstrated that games can be used during all stages of a lesson, or better: the 
language learning process. Rixon (1981: 69) argues that there are three main stages 
in the process of bringing students from a state in which the new language is 
completely unknown to them, into the state in which they are able to start using it 
confidently: the presentation stage, the controlled practice stage and the 
communicative practice or production stage. We can use board games during any of 
the three stages, but we need to be careful when choosing the board games. The 
selected game needs to be enjoyable for the learners and it needs to generate fun and 
laughter. If playing board games loses its entertainment factor and becomes tedious, 
the teacher may as well return to worksheets and textbooks. Next, it is extremely 
important that the teacher is well prepared for a lesson in which he/she intends to use 
board games. He/she needs to master the rules of the game as well as know how to 
explain them in a simple manner. Once the rules are clear, the teacher’s main purpose 
is to set the play in motion. After the students start playing, the teacher should step 
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back and observe, but still monitor their playing and be ready to intervene with some 
guidance when it is necessary. 
The empirical part of the thesis focused on specific board games suitable for ELT 
classrooms. The board games have been selected based on four different factors, the 
first of which is length. All games that were too long automatically fell out of 
consideration since it was only sensible to include games lasting up to thirty minutes. 
Then, accessibility was considered since we wanted to write about board games that 
can be bought in Slovenia. We did not want the thesis to cover games which teachers 
would find difficult to procure. It was really important to us that the teachers have plenty 
of possibilities to try a game whenever they can. 
Once these two conditions were satisfied, we focused on the language proficiency 
needed to successfully finish the game. There are some games which can be played 
on all levels, but we tried to suggest the appropriate level for each game presented. 
The final factor influencing our selection was that the game should have plenty of 
positive benefits for an ELT classroom. We listed the benefits of all the games and 
enumerated the skills required for, practised or developed through playing. We also 
added some possible variations to the games to focus on other skills and/or objectives. 
We found out that there are more games suitable for the higher levels of proficiency in 
the English Language than for the lower levels. It is too difficult to play a board game 
with large amounts of positive effects on language use when one is a complete 
beginner. Moreover, the chosen games are all very simple and do not have too many 
rules, so they can all be finished in up to half an hour. The selected games do have 
lots of positive benefits, on the other hand, be it for practising language skills or in the 
domain of general knowledge and life skills. They all motivate learners without much 
intervention required as well as enhance their creativity and critical thinking skills while 
promoting originality and team-work. Yet, each game can also be used to produce 
benefits and help practise skills specific to itself. We have also suggested some ways 
to adapt the games to practise unlisted skills. Most games can be crafted at home by 
the teacher and there are also plenty of printable materials available on the World Wide 
Web. On the whole, we hope that the thesis will encourage teachers to use board 
games in their ELT classrooms and inspire them to become more creative. Only then 
will the learners be creative as well.  
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